Original interview videos: https://www.nicovideo.jp/watch/sm198747 https://www.nicovideo.jp/watch/sm198784

Editor-in-chief Funakoshi Eiichirou: 100 questions for the great manga artists who keep stirring our hearts. In this program Weekly Shounen ___, where we're looking for the source of their imagination, we will now speak with Mr. Fukumoto Nobuyuki, who portrays the psychology of human beings in extreme conditions and makes the readers' brains tingle.

Biography: Fukumoto Nobuyuki, age 44. After graduating from high school, he worked for a construction company before becoming Kazama Eiji's assistant, making his debut with Monthly Shounen Champion in 1974 and blossoming his talents in mahjong drama magazines. Following "Ten", "Silver & Gold" and "Akagi", he won the Kodansha Manga Award for "Kaiji".

Q1: What time do you get up in the morning?
Fukumoto: Depends on the day, I guess.
Funakoshi: What time is it roughly?
Fukumoto: Around 10:00.

Q2: Where do you come up with your ideas?
Fukumoto: Casual dining restaurants or coffee shops.

Q3: How did you become a manga artist?
Fukumoto: I think it was around when I joined a construction company after graduating from high school, but the work was boring, so I decided to live my life the way I wanted to, during the three months I was there.

Q4: What if you hadn't become a manga artist?
Fukumoto: I think I'd work as a taxi or truck driver and things like that. I didn't have much to do with relationships. Or maybe I would try to master ramen, like an old man at a ramen shop who doesn't do much customer service, but leaves the customer service to someone else and makes the ramen inside.

Q5: What is the most memorable fan letter you've gotten?
Fukumoto: I don't get fan letters very often.
Funakoshi: Is that so?
Fukumoto: Yeah, I don't get that many (laughs). (Staff laughs out loud) But one time, after it had been a while since I'd started Kaiji, someone sent me a game he'd made himself and wanted me to take a look at it. I can't throw it away because it's so remarkable, but I don't know what to say about it either...

Q6: What kind of source materials do you use?
Fukumoto: Hmm, photos, I guess. Also, I cut out stuff from books for sale to use as materials and stuff like that, and I ask my editors to collect them on a case-by-case basis.

Q7: Do you have an idea notebook?
Fukumoto: Nope. I just write stuff on a report sheet, fold it up, and put it away a bit. And then I'd look at it again and say, "Oh, that's where I've put it."
Funakoshi: So as soon as you get an idea, you write it down. You don't keep a proper idea book.
Fukumoto: In short, it's not cohesive.

Q8: What have you gained from being a manga artist?
Fukumoto: It means I don't have to do anything other than manga. You know, adults have to work, right? You can't just stay idle forever, and I don't really like working. (Funakoshi laughs) If I only did the manga, I could make do with it, so I guess that was a good thing.

Q9: Have you ever wanted to quit?
Fukumoto: Not really, not even a little bit.

Q10: When did you become more confident as a manga artist?
Fukumoto: There's parts of me that I still don't feel confident about, and when I was younger, I had the feeling that I could do something more interesting in a year or six months than the manga I'm doing now.

Q11: What is your favorite motto?
Fukumoto: It's so trite and boring, but I think I've always liked 'it doesn't matter if we lose' or 'slow but steady wins the race' and stuff like that. It's very important to keep going, to know that you never know until you try it, and if you have those two things, I think you'll generally do pretty well in life.

Q12: Do you believe in omens?
Fukumoto: Not really.

Q13: Do you meet deadlines?
Fukumoto: I do.

Q14: What's the biggest tough spot you've been in?
Fukumoto: I don't think I have one. I guess there were times when it was very tiring, schedule-wise. Not sure if I would call that a tough spot, though.

Q15: Do you have any experience as an assistant?
Fukumoto: I do.

Q16: Who did you work under?
Fukumoto: Kazama Eiji, who draws golf manga.
Funakoshi: Oh yeah, Windy Plains and stuff like that.
Fukumoto: I joined him almost right after I graduated from high school, and I spent a year and a half working there.

Q17: Why did you join Kazama?
Fukumoto: I was recruited by Shounen Magazine.
Funakoshi: At that time, "Kaishouoh" and similar works were serializing.
Fukumoto: Ah, you're quite well-informed. I joined after that one.

Q18: What are the criteria for selecting an assistant?
Fukumoto: I suppose it's the decent drawing skills and also the personality.

Q19: What do you do when you're stuck on an idea?
Fukumoto: I'm not bogged down by this either. For now.

Q20: What is the most important aspect of developing a character's personality?
Fukumoto: I often draw old men, but in Kaiji's case, Sakazaki, Tonegawa, Ishida, and Endou are all old men, but they're all slightly different. In other words, I feel like I don't have to draw some world-shattering characters. I think it's all about whether or not I can bring out a different flavor or hint out of each and every old, ordinary man.

Q21: Where are the girls?
Fukumoto: I don't really need them (laughs), my manga doesn't need them at the moment.

Q22: What role does an editor serve?
Fukumoto: He's like a navigator, I'd say.

Q23: Did you get any occupational disease from working as a manga artist?
Fukumoto: Well, not really, but my eyesight has gotten a little worse.


(Regarding the places to think about ideas)
Funakoshi: You seem to choose places with people in them...
Fukumoto: That's true, I tend to fall asleep very quickly, and when I'm at work I tend to lie down. There was a little bit of tension in that area. I shut out the voices around me with a walkman or something and just concentrate on my things.

(What inspired you to become a manga artist?)
Funakoshi: When did you first become aware that you ought to be a manga artist?
Fukumoto: I think there were two or three people in my class who were good at drawing, and there were a lot of people who were even better at drawing than me. I went to an industrial high school and became an architect, so everyone got a job. At that time, I had to work, and at that moment, I happened to wonder what would working as a manga artist be like.

(A look at the workplace)
Funakoshi: What tools are you particular about?
Fukumoto: None! (laughs) I don't care about that at all. However, this (electric pen-shaped eraser) eraser is very convenient. Also, everyone uses them, but this mechanical pencil is easy to use.
Funakoshi: Are you drafting with a mechanical pencil?
Fukumoto: I use a 2B. The G-pen is a Zebra.

(From a construction company to a career in manga)
Funakoshi: So you joined a construction company and gave it your all.
Fukumoto: In life, you have to work hard to get into a company and do your best. So I chose to do what I could [to work hard].

(Introduction to Gambling Apocalypse Kaiji)

Asking his assistants:

Funakoshi: If you were to compare Fukumoto to a character, which character would you feel he's the closest to?
Assistant A: ...Washizu. (Staff, Funakoshi, and the assistants laugh)
Funakoshi: (addressing Fukumoto) I guess you could call this abusive language. (laughs)

Assistant B: He's closest to Kaiji.
Funakoshi: In what way?
Assistant B: Vitality, maybe.
Assistant C: The chairman (Hyoudou).
Assistant D: Kurosawa.

Fukumoto: Well, I've never asked this kind of thing (laughs). It's the first time, so I think everyone was at a loss.
Funakoshi: Did you enjoy that?
Fukumoto: I guess I did, but we'll have to talk about it later (laughs).

Q20: Giving characters personalities
A: It's all about whether you can give them a sense of presence.
Fukumoto: In the end, a manga artist is like a sorcerer, right? So you're playing the character as he or she is. It's like they're each possessed by different people. You have to have that feeling.

Q21: Where are the girls?
Funakoshi: Why don't you need them?
Fukumoto: Hmm... Well, because I don't (laughs out loud), but otherwise I'm not sure. When you concentrate on the gambling games, there's nothing wrong with pitting guys against other guys. They want to gamble, and they don't want to fall in love with girls when they do. As I continued to draw such scenarios, I couldn't draw girls anymore (laughs).

(Private Affairs)

Q24: What are your three favorite movies?
Fukumoto: Fall Guy (Kamata March), Back to the Future, and Kurosawa's "Ikiru."

Q25: Who are your three favorite novelists?
Fukumoto: Yamamoto Shuugorou, Shiba Ryoutarou and Sawaki Koutarou, though he's not a novelist.

Q26: What is your favorite food?
Fukumoto: Hmm... Japanese food, I guess. Sushi is among those.

Q27: What is your least favorite food?
Fukumoto: I don't like salmon roe very much. I'm sure you're wondering why I like sushi, then (Funakoshi laughs). I also don't really like sea urchin.

Q28 : How do you spend your days off?
Fukumoto: I go to the park with my kids. Then I get tired and go to bed.

Q29: What are your hobbies?
Fukumoto: Golf, I'd say.

Q30: What is your favorite music?
Fukumoto: In the past, the "new music" genre used to be in vogue, and I've always been a fan of that lineage. For example, I like the Yuzu pop duo and The Blue Hearts.

Q31: Which artists have influenced you?
Fukumoto: When I was young, I saw Kurosawa's stuff and thought it was amazing. Also, I think Spielberg is great.

Q32: What is your favorite form of gambling?
Fukumoto: When I go to Macau, I play a lot of "sic bo" (where certain conditions are satisfied by a roll of the three dice). As for any others, well, I just play mahjong now and then.

Q33: What kind of gambling do you hate?
Fukumoto: There's nothing in particular, but what I find a little annoying is horse racing.

Q34: What was the most intense gamble you've had?
Fukumoto: I'd say the sic bo one, where I won about 230k yen on that one trip. Next time I tried it, I lost 500k (laughs). What I mean is, you gotta think that winning and losing isn't that big of a deal when you're gambling. But it's hard to think that way. So the important thing is... (continued below)

Q35: What's the important thing?
Fukumoto: It doesn't matter what you keep betting on, I'd say. It's a form of struggle. It's about making your own commitments and whether or not you're able to adhere to them. If you don't stand by them, you will lose big time. That 500k may be a small amount of money, but at that time I was just throwing down in a way I enjoyed (laughs out loud).
Funakoshi: That's the thing you say not to do the most in your works (laughs).
Fukumoto: (laughs out loud) I did what I shouldn't have done the most.

Q36: What is gambling?
Fukumoto: It's not about winning, it's about having fun if you stick to the rules you've set.

Q37: What is your favorite TV show?
Fukumoto: What I find amusing these days is 'The Hama Show'.

Q38: What is the Fukumoto method of health?
Fukumoto: I guess it's a matter of not gaining too much weight.

Q39: Do you have self-restraint?
Fukumoto: Yeah, I try not to eat. But uh, I kinda end up eating anyway.

Q40: Who do you admire?
Fukumoto: I don't think I have someone like that.

Q41: Any kinds of fashion you're obsessed with?
Fukumoto: None!

Q42: Where do you feel most at home?
Fukumoto: At home or at work.

Q43: What are your habits?
Fukumoto: I do tinker with things sometimes. For example, folding the ends of a bag of disposable chopsticks.

Q44: How was your childhood?
Fukumoto: When I was in kindergarten, I suddenly started crying and couldn't help myself, so the teacher handed me a piece of tinfoil. I was told to make a dog or a face or something like that, and then I calmed down. In the end I guess I liked getting into things this way and just doing stuff.
Funakoshi: So perhaps you didn't take on this profession as a matter of necessity, and that you had glimpses of it even back then.

Q45: What cartoons did you watch when you were a child?
Fukumoto: "Star of the Giants," "Tom & Jerry," "The Mighty Hercules," etc.

Q46: What was the first manga you bought?
Fukumoto: Oh, I don't remember this at all.

Q47: Who was your favorite idol?
Fukumoto: Pinky & Killers.

Q48: What TV shows did you watch all the time?
Fukumoto: Not sure there were any...
Funakoshi: You know, "It's 8 O'Clock! All Hands on Deck" and stuff like that.
Fukumoto: Oh, I might have seen that one.

Q49: What subjects were you good at?
Fukumoto: Japanese and I guess fine arts.

Q50: What subjects were you not good at?
Fukumoto: English. Math was so-so.

Q51: Did you get into a lot of fights?
Fukumoto: Not really. Well, I'm not the one who started them, at least.

Q52: What do you look for in a woman?
Fukumoto: Hmmm, this one is hard. Especially since they say you can't just demand for something anymore (laughs).

Q53: Are you married?
Fukumoto: Yes, I am.

Q54: When was the last time you cried?
Fukumoto: When I was storyboarding Kurosawa. It was chapter 11.

Q55: Which places did you enjoy traveling to?
Fukumoto: United States, Thailand.

Q56: What are the places you don't want to go anymore?
Fukumoto: I don't think I have any, no. Traveling is something to look forward to in the first place. I'm the kind of person who has a lot of fun, even when things get really bad.

Q57: What are you afraid of?
Fukumoto: Accidents, I suppose. Simply put, it's dying. [Being sentenced to cancer] is something I hate on principle. I'm scared that even if I don't die, I'm still going to have that kind of thing for any percentage of the time.

Q58: Who is your favorite historical figure?
Fukumoto: Sakamoto Ryouma, maybe.

Q59: Where would you go if you had a time machine?
Fukumoto: The future, like a week from now. Six months, maybe. I'd probably be able to win, with stocks and drafts and all that. If I were to go to the past, I'd see my younger self and give him some money.
Funakoshi: That's pretty close to the present.
Fukumoto: Well, I'd like to see the magnificent lands and stuff, but it'd be dangerous if I don't go by tank or something (laughs).

(My three favorite movies)

Funakoshi: Do you have a favorite work of yours that inspired your own?
Fukumoto: I think I've been influenced in some way. I'm not sure, though. That said, I now know what Kurosawa Akira's reality is all about. It's a reality that's in line with human emotions. Plus the visual elements. Even in my manga, it's all about the reality of the psychology of the gambles. Also the elements related to how the characters win. It is a prerequisite that the player should not just get all fired up and draw the correct last tile from the wall. Kurosawa didn't make it that way, did he? That's interesting.

(How to show the manga)

Fukumoto: There are two types of people: those who start with the pictures, and those who, like me, start with the words and not the pictures. If it's a movie and a novel, comics are more like novels. Actually, I think it's all about reading the characters and the dialogue, rather than the pictures.

(Introduction of "Ten" and "Akagi".)

(What does gambling mean to you?)

Funakoshi: Do you think you're good at gambling?
Fukumoto: I think I'm nothing extraordinary, but I also think I get lucky sometimes. My mahjong skills are average, but there is something about it that makes me good.
Funakoshi: What is it about 'sic bo' that appeals to you?
Fukumoto: It's like a pseudo-life, where you can see the results within two minutes of putting it up and the gamble goes by quickly, whether you're doing well or not. In sic bo, there are rolls that come up rarely or often, and obviously a roll like 111 comes up rarely. But sometimes it just does. In mahjong, you might be waiting for a 1 or 4-man and they're not likely to come up (because some were discarded already), but then they do. Mahjong is a complicated version of that. Oh, gambling doesn't overlap with logic, you know. The simplest of them all is 'sic bo,' which is a series of yes-or-no decisions.
Funakoshi: [At the time of the first mahjong manga serialization] did you realize that you were proficient in mahjong?
Fukumoto: I've been playing mahjong since I was in junior high school, but there was a time when I didn't. There are a lot of people who understand [mahjong], so being able to think about what happens next is what a manga artist can do.
Funakoshi: Is there anything you've experienced that you've reflected in your work?
Fukumoto: I've had various part-time jobs, traveled a lot, and there were times when I was in a bit of a tough spot. I've even been robbed, so I'm like an information collector when it comes to such crises. I may be growing less capable with it now, but when I travel, I think about the people who will come out at me. When I travel, I think about "avoiding the worst". It's just a matter of being alive. Living on your own until the very last minute is the root of the fun of being by yourself in this world. Relationships are hard and all that, but it's a kind of game that includes such things.
Funakoshi: It's a common message in your work, isn't it?
Fukumoto: Yeah, there's that "let's get by on our own" thing.

(Introduction of "Silver and Gold," "Outcast Legend Gai," and "Legend of the Strongest Man Kurosawa.")

(About the manga works)

Q60: Where does your unique worldview come from?
Fukumoto: People often ask me that but I don't think it's such a big deal. They'll ask "where did Restricted RPS come from?" and so on. I have a feeling that something similar to that would have happened at one point in a novel or a drama or something.

Q61: Who are the characters that you feel closest to?
Fukumoto: The staff just said Washizu and Hyoudou, but I think it's Kaiji + Kurosawa + Pen.

Q62: What was the most intense game in Kaiji?
Fukumoto: I can't decide. I think it's up to each reader to decide for themselves.

Q63: How far did you plan out on the Restricted RPS arc?
Fukumoto: I planned out the entire thing. The little details were another matter, but I knew that Kaiji would lose and fall, not get saved, take the rings and come back up again.

Q64: Beating the Bog: What's next?
Fukumoto: I can't say because we're at the last stage.

Q65: Will Kaiji ever get his freedom?
Fukumoto ...I don't know. (laughs) Maybe he won't.

Q66: What did you become conscious of when you were writing for a boys' magazine?
Fukumoto: I wasn't really aware of such a thing at that time (Gai). I felt that if things continued as they did, I would be fine. That's a big reason why it failed.
Funakoshi: So it was a failure?
Fukumoto: Well, maybe not failure, but it simply didn't get popular. So it's over.

Q67: What was the idea behind it?
Fukumoto: I think it's trying to say that you have to just barely jump over, or cross a suspension bridge, or something like that, but I was simply trying to express the psychology of the main character in a way that's easier for the reader to understand than anything else.

Q68: What message did you want to convey to our readers?
Fukumoto: I guess it's independence. "Let's live on our own" and such.

Q69: What is your favorite line within your Fukumoto Storybook?
Fukumoto: What I can think of now is that when Akagi dies in "Ten," he says, "I fell in love with reluctancy." That's what makes life so much fun. I think people who aren't doing well are making a mistake in their assumptions there. They think reluctancy is bad. It's all about that unwillingness.

Q70: The most important thing is to be "aware" (is that your own idea?)
Fukumoto: I think so. Realistically, people who become aware of something are more likely to make a profit.

Q71: Why do the titles have the name of the main character?
Fukumoto: That's good enough! It's for the best! If a character's name goes with the name of the work, they'll be remembered at the same time.

Q72: What does "all people are bad" represent exactly?
Fukumoto: The view of human nature as fundamentally depraved.

Q73: When will "Silver and Gold" resume?
Fukumoto: If I get the chance eventually, I wouldn't be too hesitant to draw it.

Q74: The diabolical experience of gambling
Fukumoto: That's what Japan is like right now, isn't it? It's like it's not there yet.

Q75: Where's the "strongest" part in "Legend of the Strongest Man Kurosawa"?
Fukumoto: All in due time (laughs)... I haven't really made any mistakes, but I guess I'll have to take my time drawing my manga from now on.

Q76: About the death of Akagi
Fukumoto: What's depicted there is [my] basic idea of death, but whether I can deal with it in that way is another matter. But I do try to think that way.

Q77: Are the main characters modeled after anybody?
Fukumoto: Nope.

Q78: If you were to set the story in a foreign place, what would it be?
Fukumoto: I haven't thought of that, but if I had to guess, I'd say Macau. Maybe Vegas, I'm sure Kaiji or somebody else could be there.

Q79: How about a specific country (to draw in depth)?
Fukumoto: I don't have any in mind (laughs).

Q80: Who is the best gambler?
Fukumoto: It's supposed to be either Akagi Shigeru or Ten.

Q81: What are some things that are not allowed in your work?
Fukumoto: The main character bullying people, or even killing people. I don't want to draw scenes where people are killed if I can help it, not just the main character.
Funakoshi: I'm fascinated by Gai. It's not enough to go through all that and somehow return to society. It's going to be great to see what kind of adult Gai is going to be.
Fukumoto: You get to feel what a boy of such a young age might think. I think he was expressing the depth of his feelings about living on his own and not being able to fully become an adult, in such a soft way. I wish I had another chance to see that.
Funakoshi: Where did the idea of people with insolvent debts being brought together on a ship called Espoir come from?
Fukumoto: I don't think these ideas are anything special, and when I start thinking about how to make things more interesting, I end up with concepts like "there's no escape." I've been coming up with stories for a quarter of a century, and I feel like I'm getting better at making them. It used to take me a long time because I used to come up with a few ideas and say, "This is the best one." These days, I can tell that one of the ideas is bad. I guess I got that sense, the feel for it.

I wanted to take a shot at writing the bridge scene in Kaiji. I wanted to write about my view of life, so I did just that. At the end of Ten, when Akagi takes his own life, I thought I'd put a little bit of my inner self out there at least once.

(Points to be noted when drawing.)

Funakoshi: When talking about your characters, what is the most important part of their body that you focus on?
Fukumoto: It's the eyes, isn't it? It's more of a balance between eyes and nose.

(Drawing Akagi)

Fukumoto: The mouth is also important, the sexiness of Akagi and other characters is probably expressed by their mouth.

(Introduction to the history of Kaiji's battles)

Funakoshi: Am I the only one who would like to see Kaiji at least escape from the underground and challenge himself in a free position?
Fukumoto: Well, you know, the underground really was getting tiresome, plus I've already written so much of it (laughs). The reason I wanted to depict the underground is because I was like, 'Isn't that kind of fascinating?' I wanted to write about that kind of life and how hard it is in reality. But I understand what you mean when you say you've had enough of [the underground arc]. (Funakoshi laughs)
Funakoshi: Do you have a plan for Kaiji's next gamble in your mind?
Fukumoto: I have most of it planned out.
Funakoshi: Say, what's it like in terms of genre?
Fukumoto: I'm sorry, I can't speak about that at all (laughs).
Funakoshi: Just one thing then. Is the gamble original, like Restricted RPS, or is it existing, like cee-lo?
Fukumoto: I'm thinking of going with the existing ones for a while longer.

Q82: What are the three best manga that you recommend?
Fukumoto: "Parasyte" and "From Miyamoto to You" (just two)

Q83: Which young manga artists are you paying attention to?
Fukumoto: The guy who draws GANTZ, perhaps.

Q84 : What is the secret to keep going for a long time?
Fukumoto: I think a certain amount of vitality is necessary. It's all about merit and talent. The problem is, do you always deliver it consistently?

Q85: Any comic artists you're friends with?
Fukumoto: Katayama Masayuki, Yamamoto Hideo, Watanabe Michio, and also Kazama Eiji.

Q86: How do you spend your time?
Fukumoto: We go out drinking together and play mahjong.

Q87: Do you use a computer?
Fukumoto: Nope!

Q88: What is your mobile phone's ringtone?
Fukumoto: Don't have one.

Q89: What would you bring to a deserted island?
Fukumoto: I'd bring a door anywhere (the staff laughs).

Q90: What's the most expensive thing you've ever bought?
Fukumoto: My workplace, I'd say.

Q91: What genre would you like to try out in the future?
Fukumoto: I guess I'll try boys' magazine stuff again, though I wouldn't call it a genre.

Q92: What do you think of today's youth?
Fukumoto: I think we all had a little bit of dignity to work on our own (in the past). I feel like we've been letting it go quite a bit lately.

Q93: How long will you continue to work on comics?
Fukumoto: It's a two-way street, one is that I'm in my fifties and I'm not sure I'm ready, and the other is that I'm going to keep trying until the very last minute.

Q94: How do you want to spend your retirement?
Fukumoto: I think there's a part of me that wants to keep working in manga, but I also think that's where I'm really going to be tested. I think that working is the best way to kill time for humans. When you don't have it, you don't know how to live or what to do with yourself. (Addressing Funakoshi) When that happens, do you want to go out for a drink with me? (laughs)

Q95: What is the most important thing in human relations?
Fukumoto: I guess it's love and sense of distance.

Q96: What does it mean to "win" at life?
Fukumoto: It's not the same as winning, but I don't want to do anything crudely as much as I can. I'd rather not do it than do it badly.

Q97: What does "money" mean to humans?
Fukumoto: It's like a ticket for an amusement park ride, and if you have it, you can ride all sorts of rides. If you don't have it, you can't ride anything, but you can stay at the amusement park and not enjoy it.

Q98: What kind of person is suited to be a manga artist?
Fukumoto: A person with the diligence to deliver newspapers, a dreamer, someone who can be creative. No matter how you go about it, you need both.

Q99: What is important to you as a manga artist?
Fukumoto: If there is an artistic side to it, I think there is a possibility of presenting something new.

Q100: What is manga?
Fukumoto: Manga is really like a benefactor.


What did you think of the Weekly Shounen "Nobuyuki Fukumoto" feature? There is a unique worldview that runs through Fukumoto's work. Beyond that worldview, there is a very straightforward and powerful message: self-reliance. I'll see you next time in the next Weekly Shounen ___.